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ABOUT THESE PROGRAMS 


They have a few unusual characteristics. 

First, they work. Where possible, they are de¬ 
signed to be user modifiable, but never designed to 
require user modification. They will run as written 
and on your system. 

Second, they are all well documented. Listings 
are provided where appropriate and consultation on 
the fine points is available by phone or mail. The 
programmers and management are not anonymous. 

Third,and most important, no AARDVARK catalog, 
data sheet, or instruction manual contains a disclaim¬ 
er of any kind. You will not find the almost universal 
notification that nothing is warranted or guaranteed. 

We guarantee everything that we publish to function as 
advertised - no exceptions or disclaimers. 


AARDYARK 

TECHNICAL SERVICES 

2352 SOUTH COMMERCE 
WALLED LAKE,MI 4^038 






**** GALAXIA IS HERE!!! 


GALAXIA _ 19.95 - cassette $12.95 - 5i" disk 

The finest, fastest^ neatest arcade game ever written for the OSI! 
Features row of evasive, hard hitting, dogfighting aliens thirsty for your 
blood. A great all-machine-code game for those udio loved (and tired of) 
ALIEN INVADERS. 


(p.s. This is our usual give-away pricing. Similar, but not so neat, 
games for other systems sell for as much as $25.95) 



This one is hard to believe. The computer shows you a maze from above 
(up to 20 X 20 on a CIP, 20 x A-0 on a C2/4/8). The screen blanks and when 
the picture clears, you are in the maze - at rat's eye level. You get full 
3D graphics real enough to cause claustrophobia. You see down long halls, 
look down side corridors and see the outside world - if you can find it. 



LABYRINTH _ $13.95 $15.95 on disk 

This has a display background similar to MINOS as the action takes place in 
a realistic maze seen from ground level. This is, however, a real time monster 
hunt as you track down and shoot the mobile monsters. Checking out and testing 
this one was the most fun I've had in years!( 


COPYRIGHT 1981, AARDVARK TECHNICAL SERVICES 


*N0TE* TRS80 & C OLOR 80 Below is a list of programs availeHe for tr'. Rn 
Color 80 computers I Death Ship, Escape from Mars, Trek Adventure, Pyramid 
Vampire Castle, Time Trek and QUEST. $14.95 each Arcade xr-ameo 
are Starfighter, Slashball, Breakthru fed Battlefleet V $9 95 each 


rffiw 


AAHDVARK ADVEOTURES 


ADVENTURES are interactive fantasies. It’s like 
reading an exciting book, except that you’re one of the 
characters. You explore a new world as you try to think 
or fight your way out of a jam. You give the computer plain 
English commands such as ’’look in the coffin", and "light the 
torch" and it carries out your bidding. 

Each ADVENTURE normally takes from 15 to 30 hours to play, 
spread out over several days, and, by the way, if the FDA 
ever catches us, we are going to have to add a warning label. 
These are definately addictive IM 



ESCAPE FROM MARS (by Rodger Olsen) 

This adventure takes place on the Red Planet, You'll 
have to explore a Martian city and deal with possibly 
hostile aliens to survive this one, 

TREK ADVENTURE (by Bob Retelle) 

This one takes place aboard a familiar starship. The 
crew has left for good reason - but they forgot to take you, 
and now you are in deep trouble, 

### pyramid (by Rodger Olsen) 

This is one of oxxr most challenging ADVENTURES, It is a 
treasure hunt in a pyramid full of problems. Exciting - if you 
survive. 

NUCLEAR SUB (by Bob Retelle) 

Another real challenge. This was thought up by three of the 
most sadistic - I mean, innovative - minds in ADVENTURE pro^ 
graraming. It is more dangerous than swimming in a pool full of 
sharks. In fact. 

DEATH SHIP (by Rodger Olsen) 

Our first and original ADVENTURE, this one takes place 
aboard a Cruise ship - but it ain’t the Love Boat, 

VAMPIRE CASTLE (by Mike Bassman) 


This is a contest between you and old Drac - and it’s 
getting a little dark outside. 

AARDVARK ADYEI^U^S all run in 8K (they said it couldn’t 
be d^e" - so obviously, we did it). 

ADVENTURES on tape $14.95 a 

on disk $15-95 /I 








CANNONEERS $5*9 , 5 cassette only 

This one gives real time "sit on the edge of your 
seat" action as you and your opponent exchange artillery salvos 
across a rugged and always different terrain. Moving shells, 
explosions, and constantly changing mountains highlight 
the display* 

ORBITAL WAR _ $8.95 

Pilot the Enterprise!! Defend the Earth 
from swarms of deadly and varied monsters! 

A high speed graphics game. 


STARFIGHTER _ $_6,95 COLOR & SOUND $ 7.95 




This real-time space war gai!ie is one of our "best. You will pilot a cruiser 
on a mission where you will face up to ten alien vessels. You will he armed with 
a variety of weapons with realistic characteristics. STARFIGHTER features a full 
visual display of the alien vessels and worki^ instrumentation. Your speed, 
range, weapons status and damage status are displayed continuously* It also has 
ten levels of difficulty built in. Due to the complexity of the display, this one 
comes in several versions- PLEASE SPECIFY SYSTEM!i 


TIME TREK 




The classic game of STAR TREK taken to its ultimate in 8K. No more scrolling 
displays or forgetting i^diere the Klingons are. TIME TREK presents you with FULL 
TIM GRAPHICS displ^ of a starship control panel. Sensors, scans, status and 
damage levels are displayed simultaneously (except for the Cl Galactic Ifep and 
Battle Computer irfiich just wouldn't fit). Ship and torpedo movement is antimated, 
so you see your torpedos hit. TIME TREK is in REAL flM.! On-screen Stardate 
clocks run continuously, so your tactical decisions must he made quickly- The 
Klingons donH wait for you to make a move - they keep shooting back! If you like 
star trek, you’ll love TIM TREK! 


ALIEN INVADERS _ $ 6.95 

Rows of Mancing Munching Monsters Starch on Earth!! 

Kill enough with your laset turret and we are saved! Fail, 
and we are snack food! Production was delayed somewhat as 
the testers wouldn't quit playing long enough for us to make 
copies. 

ALIEN II (WITH MACHINE CODE MOVES) Tape $10*95 5i"Disk $12,95 

The ^lENS are back!! leaner and nastier than ever, 
faster than you believed possible. This is our best ALIEN 
yet. The disk version is so fast that we had to add 
selectable speeds to make it playable, (not available on 8") 

ALIEM IV GIF ONLY (cassette only) 

All machine code invaders - 4 k. One to four players 
at a time. Exactly like the arcades. 



4 



CODS C-ArES PO!^ THE CIF 


EE DAVE 



irjERCErTOR ^ 15-95 CIF only 8K 

jiTi all machine code program as fast 
and smooth as the arcades, You defend 
your cities from hordes of enemy 
i nva.ie rs wi th your interce ptcr. 

A pair of automatic cannon 
help out, but the action 
speeds up with each wave 
of incoming ships. The 
fastest and most exciting 
CIP game yeti Ml! 


cassette only■ 


vQMSTER i^.AZZ ^12 >95 GIP only 8K 



^jiother all machine code goody. This one 


pits you against a mass of munching 
monsters< Continual action 
and impressive graphics keep 
the kids happy and the smooth 
action and planning keeps Dad 
playing, A good choice for a 
family game, 

cassette only. 


COLLIDE $9.95 8K CIP 


Past paced lane switch¬ 
ing excitement as you pick 
up points advoiding 
collisions add another ghost 
car, 8K of assembler code 
gives fast action and smooth 
graphics. Cassette only! 


THE EPSOM FAK 

All of Dave's super 
smooth programs described 
above - INTERCEPTOR, 
MONSTER MAZE, and COLLIDE 
- A $38-85 value - for 
only $29-95 




















LUNAR LANDER 




I know you probably have a lunar lander that you 

copied out of a magazine as one of your first programsi 
but does yours work in real-time and have a full graphics 
display? This one does! If you really want a Lunar Lander, 
this IS the one. 


SEAWOLPE 





This one looks like it just stepped out of the Arcades. It f^aturfe^** uiul- 
tiple torpedoes, floating mines and exploding ships. It even has separate levels 
of play for beginners and experts. 


FIGHTER PILOT 





This started life as a fairly simple get-him-in-the-crossharis-and-blast- 
him arcade game. All it had going for it was high speed and a realistic feel. 
Then we got carried away and added a choice of Joystick or Keyboard controls^ 
real-tiiae score and time displays, ten levels of difficulty and an option for 
automatic fire control. 


BREAKTHRU 




COLOR & SOUND $6.95 


ry we 


This has the best of Pon and Pinball- It has a standard (but very tell done) 
Breafcthru game and an option for Pinball-like bumpers that add a new dimension to 
the action. You can use keyboard or Joystick controls- 



ROBOT AinC 




COLOR & SOURD $6,95 


This one pits your fleet of tanks against a fleet of 
radar equipped and computer driven tanks- Just for variety, 
we included a two man version that allows you to play a human 
opponent and set it up to use keyboard or Joystick controls. 
It includes some of the neatest graphics that I have ever 
seen in a tank game- 


TEN TANK BLITZ 




Color & Sound $10.9; ^ 


ity. 

left 


In this top of the line game, each player maneuvers up to five 
Juggernauts e^t a time through a forest of ironwood trees- Each 
ta^ IS armed with three launch racks that fire steerable missies. 
The tanks have tough armor and can handle from one to five hits 
before being disabled - bub each hit is more dangerous than the last 
one. It can be played as a simple tank shoot-em-up game, or can be 
played at levels of strategy that approach Risk and Blitzkrieg in coiEolex- 
The v^ole thing runs in real time and fits iir 4 k with 14 spacious bytes 
over. Color version takes 5K. ^ ° 


BOMBER _ $6.95 Color & Sound $ 7.95 

Dogfight with oncoming aircraft and bomb moving targets that come in ever- 
changing patterns below. Time and score are continuously displayed and no two 
games ever play quite the same. Includes both regular and master's levels of 
play, 

BACKGAMMON (8K) _ $9-95 

This has an excellent graphics display and plays good backgammon just as it 
comes. However I as no two people ^ree on how backgammon should be played, we 
included exceptionally detailed documentation so that you can try out strategies 
of your own, 

SUPER DOQDLER (8K) _ $ 5>95 (cassette only) 

This one lets you draw pictures and then save them on tape- The pictures can 
even be saved as DATA stateients and then used in other programs- It has a choice 
of transparent, erasing, or drawing cursor, draws with any symbol and displays 
the memory location of each screen location you use- 

KIUiERBOT _^_ $ 5.95 

It is real time action as you run, sneak and dodge your way through a bloody 
field filled with charged death traps and radar equipped killer robots. There is 
no turning back. Once you start, you either get across or you die. Your can use 
Joysticks or the keyboard and play at 20 levels of difficulty. 
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*** BUSINESS PROGRAMS *** 


BOOKKEEPING THE EASY WAY - WITH BUSINESS I 

Our business package I, is a set of programs designed for the small 
businessman who does not have and does not need a full time accountant on his 
payroll. 

This package is built around a GENERAL LEDGER program which records all 
transactions and which provides monthly, quarterly, annual, and year-to-date 
PROFIT and LOSS statements. GENERAL LEDGER also provides for CASH ACCOUNT 
balancing, provides a BALANCE SHEET and has modules for DEPRECIATION and LOAN 
ACCOUNT computation. 

GENERAL LEDGER (Loan Depreciation and Loan Modules) $129,95 

PAYROLL is designed to interface with the GENERAL LEDGER. It will handle annual 
records on 30 employees with as many as 6 deductions per employee, 

PAYROLL $ 49.95 

HYEmOM is also designed to interface with the GENERAL LEDGER. This one will 
provide instant information on suppliers, initial cost and current value of your 
inventory. It also keeps track of the order points and date of last shipment 
INVENTORY $ 59-95 

ACCOUNTS RECEIVABLE 


_ This program will handle up to 420 open accounts. It will age accounts, 
print invoices_(including payment reminders) and give account totals. It can 
add automatic interest charges and warnings on late accounts, and. can auto- 
matically provide and calculate volume discounts, 

2i)-K and OS65D required, dual disks recommended. Specify system 
ACCOUNTS receivable $ 99.95 J 


WORD PROCESSING THE EASY WAY - WITH MAXI-PROS - 


This is a line oriented word processor designed for the office that doesn't 
want to send every new girl out for training in how to type a letter. 

It has automatic right and left margin justification and lets you vary the 
width and margins during printing. It has automatic pagination and automatic 
page numbering, it will printany text single, double or triple spaced and has 
text centering commands. It will make any number of multiple copies or chain 

files together to print an entire disk of data at one time. 

MAXI-PROS has both global and line edit capability and the polled keyboard 
versions contain a corrected keyboard routine that makes the OSI keyboard decode 
as a standard typewriter keyboard. 

MAXI-PROS also has sophisticated file capabilities. It can access a file 
for names and_ add^sses, stop for inputs, and print form letters. It has file 
merging capabilitie 3 so that it can store and combine paragraphs and pages in 
any ordsPi 

_ Best of all, it is in BASIC (0365D 5i" or 8" disk) so that it can be 

easily adapted to any printer or printing job and so that it can be sold for a 

measly price. Specify system. Cl available May 15, 

MAXI-PROS $ 39.95 with learning guide and manual 

*** special deal *** 


A complete business package for OSI small systems - CC1,C2, C4 
Includes MAXI-PROS, GENERAL LEDGER, INVENTORY, PAYROLL AND ACCOUNTS 
ALL THE PROGRAMS THE SMALL BUSINESSMAN NEEDS - $299.95 


or C8) . 
RECEIVABLE- 


P.S. We're so confident of the quality of these programs that the documentation 
contains the programmers' home phone number! 


SMALL BUSINESS ANALYSIS 


-115-95 


A tape-based business analysis. Enter operating data for anv neriort 

all necessary information for P & L stftenlnts and BaEmCE 
SHEET includes gross margin, net profit, current and "Quick" ratios, current 

S)ii;e=7i <li=k.(do.a not intoraot »ith 



**#*■»»♦ fpEXT EDITORS *«■*■■*■**» 


Cl CURSOR CONTROL VER. #2 (CURSOR II) $11.9^ (casse-tte only) 

Virtually identical to the original CURSOR COUTROL, but uses up less than 
20 bytes of your free RAH. For BASIC in ROM systems. 

C2A CURSOR CONTROL $9.95 (cassette only) 

Everyone said it couldn't be done (including us), but we did itl A FET-like 
cursor control for the 02/4 using 388 bytes of free RAH. Enter or edit text 
from anyvriiere on the screen. For BASIC in ROM systems. 


**** MACHINE CODE UTILITIES **** 

** ESPECIALLY FOR THE MACHINE CODE PROGRAJWER ** 


TRACE - SINGLE STEPPER FOR 6502 5i or 8" Disk $24,95 

The ultimate debug and training tool. This program allows you to single 
step or breakpoint your way through machine code programs. The system displays 
the contents of the X, Y, A and STATUS registers continuously along with the 
values in the program counter and stack pointer. You can change any of those 
values at any time to facilitate debugging. All machine code, uses about IK RAM. 
(Tape - available after Feh. 15th - $19-95 - sat at top of 8th K of RAM) 

TRACE - SINGLE STEP FOR MACHINE CODE - IN BASIC _ Cassette only $19.95 

For BASIC in ROM only. This is a simpler and more limited form of the 
above program. 8K or more RAM required. Will trace programs between $1C^^ 
and $1F00 or anyvrfiere outside the first 8K. 

MINI - ASSEMBLER (8K) cassette only $9.95 

A miniature two-pass assembler that supports indirect addressing and labels. 
Uses all of the standard H03TEK neumonics, assembles programs up to 256 bytes long 
and outputs them as DATA statements or self loading 65V machine code format. 

AUTOLOADER _ cassette only $5-95 

One of the most frequent questions we get is "How do I store machine code 
programs?" This tape is the HOWI It generates a self-loading machine code tape 
of your program, - 

POKER MAKER ROUTINE $5.95 Cassette only 

This routine turns your already written machine code program into a DATA 
statement format suitable for merging with a BASIC program. It generates a 
tape at your choice of line numbers and even generates the statement that POKEs 
the correct starting vectors into the USR routine call locations. Very handy 
if you write USR functions. 


*»*«*»* M3DEMS ******* 

DISK DUMB TERMINALS (MODEM DRIVERS) 

C4MP (5i") $12.95 

C8DF (8") $15-95 

SEMI-INTELLIGENT TERMINALS FOR BASIC IN ROM ( cassette only) 

These contain a dumb terminal vdiich will drive a medem to allow conversations 
with other computers, and also have the capability to up load or down load 
programs to and from a host computer (main frame). 

Cl or C2/4/8 $14.95 Specify systemi 
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!■####### DISKS 

DISK UTILITIES 

SUPERDISK Cl or 02/4/8 _ 1 - 5x’’ disk ,.$2^.95 1-8" disk $26,95 

Contains a complete BASIC text editor that allows midline insertionp 
deletion, and correction of BASIC lines. Also has the AARDVARK BEXEG^, 

RENUMBERER, SEARCH and VARIABLE TABLE MAKER, ^ For POLLED KEYBOARD only! J 

(See BEXEC^ description helow) 

SUPERDISK II _ 1 - disk $39.95 __ 

This disk contains a new BEXEC*- that boots up with a numbered directory and 
which allows creation, deletion and renaming of files without calling other 
programs * It also contains a slight modification to BA3IC to allow l4 character 
file name St 

The disk contains a disk manager that contains a disk packer, a hex/dec 
calculator and several other utilities. 

It also has a full screen editor (in machine code on C2P/C4P) that makes 
corrections a snap. We'll also toss in renumbering and program search programs- 
and sell the whole thing for a ridiculously low, low price, 

EDITOR FOR THE C4P _ $15,95 

All machine code and BEAUTIFULtt Fast, edits anywhere on the screen 
instantly, and always available. Just hit (ESC) to edit, 

SUPER COPY Si" Disk Cl or C2A $15.95 

What else can you call a single disk copy pj^ogram that copies from 4 to 
10 tracks at a time (depending on the size of your memory), makes multiple copies 
at the same tiiae, and copies track zero? You just gotta call it SUPER COPY!! 

FANTASTIC COPY 5i" Disk Cl or C2/4 $24,95 

This one is nothing short of fantastic - it's all machine code and fast* 
Features efficient disk head movement and copies track zero without any additional 
steps. It's so good that we use it here for production - it's actually faster than 
using dual disks! 

ASCII file/text EDITOR _ 65D - $39.95 65U - $49-95 

This program allows you to edit disk files containing ASCII data. That 
includes data "written and read" by BASIC programs via PRIHT and INPUT statements, 
plus BASIC and ASSEMBLER programs that have been "LISTed" to disk files. Contains 
both line specific and global edit commands. Can merge files. Runs on polled 
and serial systems, requires 24 k on 5 and 32 K on 8" disk systems. 

DISK CATALOG (65D only) 5i and 8" Disk $14,95 

This program reads all your disks (once) and makes up a master file of all 
your programs and what disks they are on. It produces alphabetical lists of the 
programs and their locations. It, of course, contains options for adding or 
deleting disks, updating disk entries or changing individual entries, 

MACHINE CODE RENUMi^RER $15.95 C2/4 MF ONLY!!! 

Super fast renumberer will renumber all or any part of a program just as 
fast as you can type in the command. 


AARDVARK BEXEC* 


1 - 5i'^ Disk $11,95 


1 - 8'' Disk $12,95 


A people-engineered BEXEG-^, runs a numbered directory on power up, allows 
selection of any program with single number input* Has CFtEATE, DELETE and 
CHANGE on the sane track as the BEXEC^ (all BASIC utilities available with only 
one track reserved.) Other tracks have RENUMBERER, SEARCH and VARIABLE TABLE 
MAKER UTILITIES. Specify system and disk size. 
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***#«■ UTILITIES ***** 


SUPERUTILITY _ $12,95 

Our SUPERUTILITY package contains three programs to help you write programs. 
RENUMBERER lets you renumber a BASIC program at your choice of starting line 
number and at vdiatever Incrememts you specify, it also renumberss the GOTO. GOSUB. 
and Tiffin statements. VARIABLE TABLE MAKER generates a table of the variable names 
used in a program and listsvrtiich lines they appear in. Very handy for long 
programs. SEARCH, as its title implies, searches a program for a variable name, 
v^ue or command (i.e,, it can find G0SUB2000) and lists the lines it appears in. 

If you have ever had to search through 90 lines of code to find ydiere you put 
something, you are gonna love this one, 

PACKER _ $12.95 

This little gem is one of the most amazing utilities that we offer. The 
program packs your program into the smallest possible memory by removing all 
spaces {except those in remarks and print statements) and combines lines wherever 
possible. This is the cure for a lot of OM errors. With this program and a 
renumberer, all your programs will look professional and run as tight as possible. 

DISASSEMBLER-PLUS _ $12.95 (cassette only) 

This is an exceptional disassembler. It not only disassembles the code, it 
will also output assembler compatible code, make a tape of it and feed it back 
to the assembler for changes and reassembly. 

TRACE _ $9.95 (cassette only) 

For all BASIC in ROM systems. A machine code routine that will give you a 
trace function. It displays the number of each BASIC line as it is executed. 

SHORTHAHD FOR THE CIP $9.95 (cassette only) 

This program allows single keystroke entry of all the BASIC commands. It 
is a machine code program that resides in normally empty space on page 2. No 
usable RAM is taken up. and you can type normally at any tlmel Words are displayed 
as they are entered. ^ 

HIGH SPEED SAVEAoAD FOR THE CIP $12.95 

This is a token rather than ASCII loader. Used as it is, it cuts tape 
load tisM as much as k0%, it will, however, also support a software selectable 
300 /600/1200 baud cassette interface that you can install in about 10 minutes for 
about a buck. Plana for conversion included. 

MACHIME CODE RENUMBERER FOR TAPE BASED MACHINES - $9.95 

Super fast renumberer will renumber all or any part of a program just as 
fast as you can type the command. 


GAMES DISKS 


**** GAIES DISKS (DISK GAMES require 540 Board and Polled Keyboard) 

GAMES DISK #1 (Color and Sound) 5^" - $21.95 6" - $24,95 

Includes STARFIGHTER, SEAWOLFE, ROBOTANK, TEN TANK BLITZ, and BOMBER. Five 
of our test battle games. 


GAMS DISK ^2 (Color and Sound) 5^*' - $21,95 8" - $24.95 

Includes ALIEN INVADERS, BREAKTHRU, SLASHBALL, KILLERBOT, and LUNAR LANDER. 
Five games that require quick thinking and/or reflexes. 

GAieS DISK #3 <^/W, silent) 5x" - $21,95 8" - $24,95 

Includes BACKGAMMON, CONCENTRATION, BATTLEFLEET, MASTERMIND II, AWARI, and 
BLACKJACK. A broad spectrum of games to keep kids (big and little) entertained 
for hours. 


GAMES DISK #4 (the RETELLS DISK, B/W, silent) 5^’’ - $21.95 8” - $24,95 

All Of Bob Retelle's games on one disk. TIME TREK, U-BOAT, AIR-SEA 
BATTLE, and GRAND PRIX-, 


10 



first book of OSI ^15-95 

This hook is not for ^ginners- It is a 65 page description of ROM LASIC. 
It includes decoding of the jump tables, descriptions of variable storage, loca¬ 
tions of the major sub-routines, folow charts of the warm start, execution and 
decoding of BASIC routines, and much, much more. 


AARDVARK JOURNAL 6 ISSUES (QHE YEAH) $9^00 (OVERSEAS $1^,00) 

If you think our catalog is good - we've gone it one better and^put out the 
AARDVARK JOURNAL. It's a how-to-do-it type journal for the computerist who wants 
to improve his programming techniques, add hardware modification, and improve 
his software library. We print tutorials, hardware changes, and at least one 
program an issue. It is tutorial rather than chatty and we’ve run articles such 
as "Hooking a Cheap Printer to an OSI", "Using String Variables", and "Saving 
Memory in Basic". You can still order the first year (Vol* 1) 

Please specify if you are ordering the first {Vol* 1) 

or second (Vol, 2) year. 

OSI BASIC IN ROM _ $9-95 

Ed Carlson’s book on Ohio Scientific Microsoft BASIC, covers all the 
syntax of the BASIC language, programming hints, and much more. Its the 
text that you wish OSI had packed with your computer in the first place. 


data sheets 


GRAPHICS INSTRUCTIONS $4.00 

13 pages on how to add Klingon killing type graphics to your programs. De¬ 
tailed instructions on how to POKE ships, torpedoes, put scores onto your screen, 
move them around and detect when you hit something. 


CLOCK BOARD FOR THE C4p _ $4.00 

Get your cassette interface working right at 300, 600 or j200 baud- Takes 
three chips. Wire wrap or use included PC board layout. 


6Q0 B AU D CA S SETTE/P HI NTER G OHYE RSIQN FO R THE ClF 4 sheet s 
Two methods of increasing the baud rate to 600 . 

R3 232 CONVERSION FOR THE ClP AHQ 3UFSRB0ARD 5 sheets $3>00 

Detailed instructions and diagrams for adding the printer interface, 

JOYSTICK INSTRUCTIONS AND PLANS $1.00 

You can buy joysticks locally about anywhere in the U.S. and install them in 
about an hour on any polled keyboard OSI system. They will cost about $10.00 
apiece and take about an hour to install. We will also include a sheet on how 
to make a simple pair of homade joysticks and do the whole job for about $2 a 
joystick on either Cl or C2, 

REVERSE VIDEO FOR THE ClP $3,00 

Detailed instructions on how to add switch selectable reverse video to a CIE 
or Superboard. Parts cost about $1.00 and it takes about an hour. 


WIRE WRAP EPROM BOARD $6,00 


Designed as an add-on-to our ClP 8K memory board with PIA. This board 
will burn 2716 EPROMs (and with minor modifications 2758 and 2732’s.) Requires 
only 3 chips, Includes Software listing and diagrams for an EPROM Ifemory card. 
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VIDEO MOD II - THi; GOURMET DELIGHT - PLANS ^7.95 

About tfte Same as VIDEO MOD I, but it includes replacement of the original 
crystal wiUi a new $3.00 one. it takes a few more jumpers to do this one. Fits 
on the proto area of the 600 board or on separate protoboard. Has the advantage 
of making the system run at MEG for faster gaiKs and easier 600/1200 baud 
cassette operation. A nice mod - rock stable and the best we have ever seen. 

***# HOTS ^ Use of the full 32 characters for print requires a new video 
driver. We include a listing for a tape based driver but recommend that the 
CIS or CIS R0^'IS be used. 


We can provide the crystal for Video Mod II - $3-25 

DATA SHEETS *** 

CHEAP MOEEM DATA SHEET $3-00 

Instructions on how to add Electronic System’s $29.95 modem to a CIP. 
Includes advice on how to make minor modifications to the 600 board necessary 
to connect the modem. 


Cl TAPE COHTROL ^l.OO 


Put your tape recorder under software control. Includes instructions for 
hardware modifications. 


IMPLEMENTING THE SECRET SOUND PORT ON THE CIP $Jt.OO 


Ever wonder how to get sound out of 
how to do it for about a dollar in parts 
routines for implementation of Music. 


the "noise port" on the schematic? Here* 
and in about 30 minutes. Includes U3R 


LIGHT PEN $4.00 

Instruction on how to build a light pen for your OSI computer. Includes 
software listing. 


CIP SOUND BOARD $^.00 

Plans for wire wrapping a sound board using the TI sound chip* plugs into 
the pin expansion connector. Material cost about $15.00, a weekend project. 


G.T. CONVERSION $2.00 


Double ^e speed of your Cl with a switch and wire. Takes about 10 minutes 
but may require the replacement of a couple of your slower memory chips. * 

SAVING DATA OH TAPE $4,00 

Instruction for several methods of generating tape based files. 

ADAPTING THE BASE 2 PRINTER FOR THE CIF 7 sheets $4.00 


CHEAP MONITOR CONVERSION _ $3.00 

Convert the SANYO model 21T50 12" Black and White AC/DC portable TV 
for direct video and sound. This conversion should take about 15 minutes 
and save a lot of money on direct video. 


SUPER I/O BOARD FOR THE CIP $6.00 

Data sheet for wire wrapping an l/O Board to provide 2 parallel ports. 

2 progammable interval timers, aerial to parallel^arallel to serial shift 
register. Audio amplifier for sound generator & real time clock/calendar 
Program listings for 24 hours digital clock, the Starwars theme and the CANTINA 
song. Detailed instructions for assembly. Troubleshooting and use. 

CENTRONICS PRINTER INTERFACE FOR CIP $4.00 

Includes 2 methods - software or hardware - to interface a Centronics 
Printer to the CIP. 
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DATA SHEETS FOR DISK USERS 


OS65D DISASSEMBLED and COMMEHTED LISTING $19.95 

This is not ♦repeat* NOT, just a disassembled listing, but an 83 page 
commented listing of the 65 D operating system. Includes source code. 

OS65U VI.2 DISK BASIC SYNOPSIS ^ $4.95 

An eleven page synopsis of OS65U disk BASIC including features, special 
characteristics, codes, disk commands, level m commands, statements, math 
functions, system flags, PEEKs and POKEs, and much more. 

0S65D 10 FUNCTIONS ^9-95 

A detailed explanation of the DISK 10 functions for 63 D, 

0S65D MANUAL SYNOPSIS $5.93 

A mini-manual for the OS 65 Disk BASIC, contains all commands and procedures 
in compact form, Handy reference while programming. 

MULTI-PURPOSE MEMORY SORTING SCHEME WITH EXAMPLES $4.95 

This 12 page data sheet defines an extremely simplified and compact general 
purpose BASIC subroutine that provides the nucleus for sequencing memory resident 
or "direct access" file resident records containing one or more fields of data 
in either ascending or descending order - without disturbing the original record 
contents. Includes example programs illustrating various applications. 

BASIC PROGRAM EDITING USING 65 DISK DATA FILES $3.00 

You don't have to use the "indirect file" for LISTing BASIC programs to 
perform simple line oriented edits) you can list directly to a 65 D disk data 
file for greater flexibility._ This is_a "how-to" data sheet with examples - 
a must for anyone interested in utilities for program development. 

HOW TO USE BASIC COMMAND FITES $1,00 

How to prepare, store and invoke a BASIC command file. Saves having to key 
in the same BASIC command sequence a number of times. 

PEEKS AND POKES FOR 0565D $9-95 

Approximately 500 memory locations {including all of Page Zero) for 
the 0S65D operation system - an invaluable*tool for programming and understanding 
your disk system. 

C 4 DISK COHVERSIQN _ $7.00 

Add disk capabilities to your C4 via the 470 board. Retains cassette 
capabilities. Step by step instuction for all necessary modifications. 


"HAM" CASSETTES 


RTTY FOR THE CIP _ $l4.95 

This program allows you to transmit and receive in Baudot or Murray code at 
selectable baud rates from 40-120. The screen driver can also be used to drive 
your RTTY machine as a regular printer. *N0TE* This program requires some 
interfacing and is definately for the advanced hobbyist. 


MORSE CODE CONVERTER _ $14.95 

This program decodes MORSE. It requires a hook-up of your system to a 
receiver. We will include a diagram of the necessary hardware. It should cost 
less than $10.00 to build, but it is definately for the experienced HAM or 
hobbyist. 
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*** HARDWARE AND COMPUTERS AND STUPE *** 
ANNOUNCING THE BIRTH OP A HEW OSI DEALERSHIP 
WITH GREAT PRICEStI 


We carry the full line of OSI con^iuters. These are the current specials. 

1. SUPERBOAHD MODEL II - $ 299-00 

2. CIP MODEL II - $ 479.00 

3. C4p - $ 849-00 

4. 610 BOARD WITH 8 K - $ 289.00 

All come with a free CURSOR CONTROL programlfI 

(If this catalog is over six weeks old, phone for our current prices.) 

Sorry, but the and lOjt volume discounts do not apply to hardware, #### 


EPSON PRINTERS 

The current world-beater printer, 
bi-directional print, and - best of all 
run each one on an OSI system before it 

EPSON M-80 PRINTER $575-00 

HS 232 INTERFACE 63,00 


1200 BAUD, 9x9 t2ot matrix, clean 
- cheap! Here is another plus - we'll 
is shipped !1 


COMPLETE BUSINESS SYSTEMS 


#**#ECONOMY**** 




GIP 5iT 32K MF 

$1449.00 

C4 5i'' 24 k MF 

Gold Star Monitor 149,00 

Gold Star Monitor 

MAXI-PROS 

39.95 

MAXI-PROS 

GENERAL LEDGER 

129.95 

GENERAL LEDGER 

PAYROLL 

49.95 

PAYROLL 

SUPERDISK 

24. Qi 

ACCOUNTS RECEIVABLE 

LIST PRICE 

1842780 

SUPERDISK II 

LESS DISCOUNT 

184.80 

LIST PRICE 

YOUR COST 

$ 1658.00 

LESS DISCOUNT 

YOUR COST 

(add ANOTHER 5i" DISK DRIVE FOR $425,00) 





C8PDF 32K DUALS 8" FLOPPIES $2995.00 


GOLDSTAR MONITOR 

149.00 


MAXI-PROS 

39.95 


GENERAL LEDGER 

129.95 


PAYROLL 

49.95 


ACCOUNTS RECIEVABLE 

99.95 


INVENTORY 

59.95 


SUPERDISK II 

31.95 


LIST PRICE 

$ 3555:75 


LESS DISCOUNT 

356.20 


YOUR COST 

$ 3199.00 


$ 1799.00 

149.00 

39.95 

129.95 

49*95 

99.95 

■ J 9.95 

2257.75 

. ■ 

$ 2067.00 
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ADD HARD COPY WITH EPSON MX-80 - $640.00 

WE WILL ASSEMBLE & TEST ALL SYSTEMS WITH HARD COPY. EVERYTHING WILL WORK 
TOGETHER AS SHIPPED, 



***** KiW FROI." AARDVARK ***** 

*** HARDVJARE AMD COiffUTER SUPPLIES *** 


SUPPORT RO^^S FOR PASIG IN ROM KACHIKESIM 
C1S/C2S $39.95 


This adds line edit functions, software selectable scroll windows 

bell support, choice of OSI or standard keyboard routines, two callable screen 
clears, and software support for 24 64 characters per line video. Has one 
character command to switch model 2 CIP from 24 to 48 character line. When 
installed in C2 or C4 {C2S) requires installation of additional chin CIP 
requires only a jumper change. Specify System. 

G1E/C2S S59.95 


For Cl/SUPERBOARD or C2/4/8 BASIC IK ROM machines. This ROI' adds full screen 
selectable scroll windows, keyboard correction (software select¬ 
able;, and contains an extended machine code monitor. It has breakpoint utilities, 
machine code load and save, block memory move and hex dump utilities. A must for 
the machine code programmer. C2E version (for‘C2/4/8 systems) requires'the addit¬ 
ion of another chip and some jumpers. SPECIFY SYSrEri-H 1 


STRING EUG FIX ROM 1:19.9*; 

(Replaces BASIC ROM chip j^y) All this chip des is to replace the third BASIC 
ROfc and correct the errors that were put into the ROW mask. Requires an inverter 
chip and some jumpers. 


PRINTED CIRCUIT BOARDS 

8K RAM and PI A FOR Cl (bare board) 

AARpVARK’3 new memory board supports 8K of 21l4's and has provisions for a 
FIA to give two parallel ports 1 The hoard comes with complete instructions for 
assembly. Plugs into the expansion connector on the 600 board. 

16 k RAIV: board (bare board) ^39.95 

Supports i6k of 2114*3. Plugs into the expansion connector on the 600 board 
Does not contain any porta. 

REAL SOUND FOR THE Cl (bare board) $1^,96 

This board uses the TI sound chip to give real arcade type sound, The board 
goes together in a couple of hours with about $20,00 worth of parts. Includes 
sample program. 

EFRO jf BURNER FO R THE GIF (bare boa rd) $24.9*? Assembled and tested $75-00 
Burns single supply 27l6*s. Software listing enclosed. 

nflOTHER BOARD (bare board) $9,96 

i^fXpand your expansion connector from one to five connectors or use it to 
adapt our GIP boards to your C2/4/8, 

COMPUTER SUPPLIES 

2114 fJS MORV CHIPS $ 3*95 8T28 BUFFER CHIPS $2,99 

350 ns, Brands may vary* 

C^MFUTgR CASSETTE TAPES CIO (5 min per side) *66 C2Q (10 min ps] ,85 

High quality data tapes * Saine as we use for our programs, 

Hard cases - .15 each. 

DISKS 5i" $3,26 _ 8”, $3*50 

Single 3 ided t soft se ctored, Brand ifiay vary . ^5 

No Discounts on the hardware (chips, disks, cassettes, ROMS* and 
PC boards on this page, '»#*** 



#### SPECIAL DEALS 


JOYSTICK PACKAGE $19.95 

This contains KILLERBOT, TANK J, BARRIERBALL, FIGHTER PILOT, and plans for 
the Joystick conversion, (Will not run using OSI joysticks). Reg, $25,80 

BATTLEPAK $17.95 Add $2.00 for 3 c/s, 1 b/w on cassette or $4.00 

' for c/s disk- 

For the battlebuff, this package contains STARFIGHTER, BATTLEFLEET, SEAWOLFE, 
and BOMBER, Reg. cost, $24,80. 

SUIERBATTLEPAK $39-95 Add $3.00 for 6 c/s, 2 b/w on cassette or 

$5-GO for the saine on disk. 

For the battlebuff who just can't get enough! Has STARFIGHTER, ALIEN 
INVADER, BATTLEFLEET, SEAWOLFE, BOMBER, TEN TANK BLIT 2;, ROBOTANK, and BATTLE¬ 
FIELD. Reg, cost, $5B-75. 


ALL AARDVAHK PROGRAMS ARE AVAILAEEE ON DISK 

Yep, there ie a catch. Disks cost more to make and take more labor* 
Particularly if it is to be a custoii disk. If a program is not listed as "on disk" 
there will be a surcharge of $2,00 for the disk and a $.5G labor charge for each 

program you want on it. 

The charge does not apply, of course, to those programs described'in the 

catalog as being on disk! 

Programs described as being for BASIC in ROM systems can not be transfersd 
to disk. 


All of our tapes are computer originals to insure reliable reads. 

However# the process of loading the program into the machine each time 
we run a batch occasionally causes a tape misread. We usually catch 
the problems with in-house testing# but sometimes one gets through- If you 
ever get a bad tape from us or a program that doesn^t run# please let us 
know. It could save others from getting the same-problems. We would 
appreciate It if any bad tapes were returned as soon as possible so that we 
can run them on our systems and find out exactly what went wrong- 
^ (Remember# the program is taped fWIGE# once on each side of the 
cassette. Try both sides before panickingl) 

** ON "REAL TIME" ** 

Many Aardvark games, including all of the arcade style gaiflea run in "Real 
Time". That term has been often misused, mangled and downright lied about in 
the software business - so we better explain what we mean by it. 

In Aardvark games, "Real Time" means that you move whenever you want to. 
There are no turns unless they are an integral part of the game, (i.e., "Real 
Time" Qiess would be silly). The clock clicks continuously, and if you are 
playing the computer, it continues to play if you stop to think. It also means 
that your tank doesn’t stop just because your opponent took a shot at you and if 
your plane drops a bomb, the entire display does not stop to see vdiat happened. 


GUARANTEE 


All AARDVARK products are guaranteed to be functional and to be as 
advertised. Any product may be returned during the first 15 days for a 
full and unconditional refund. Returns after the first 15 days require a 
reason and may be limited to replacement of the product rather than a refund, 
nsi hardware is warranteed by OSI rather than AARDVARK. 
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ACEY DUCEY 


10 RE« ACEY BUCEY C HIGH LOU) 

20 REH COPYRIGHT ARBVASK 1980 
30 REH BY RODGER OLSEN 
100 L=64:FP=54468:REH C2/4 VALUES 
110 IFPEEKC 57088 )>i27THENL=32:FP=53797 
115 REH LlfJE 110 IS CIP VALUES 
120 IlffUT-HOU HAKY PLAYERS’fPR:iFPR>?TH 
EHPRINT'TO hAHY’:G0T012O 
140 IHPUT’SIZE OF POT TO START’fPOT 
160 INPUT’HOLDINC OF EACH PLAYER TO STA 
RT’ JX:FORY=1TOPR:HO{ Y )=X!ttEXT 
180 IHPUT"HINIHUH BET EACH HAND -fHIKOH 
UH:PRINT:PRINT I PRINT!PRINT 
200 D1HA4«53)»C{53)»T{52):REH HAKE A DE 
CK 

220 F0RX=2T010:Ai( X )=HID$< STR$( X )i2 IINE 
XT:A$(1)="A" 

240 A$( 11 )=" J" :Ai( 12)=’Q" :A« 13)="K* 

260 F0RX=1T013;a*( Xtl31=A$( X M-CHRW 230 > 
: A4< X+26 )=A« X )+CHR$( 231) 

280 A«( XT3? >sA«( X )4C(ffi4< 22? );A«( X X 

ltCHR»(232):NEXT 
300 G0SUB320:G0T0460 
310 REH SHUFFLE 

320 F0RX=1TQ52!T{X )=OrffiXT;PRINTCHR$(13 
J’SHUFFLING ’f 

340 F0RX=1T052: V=IMT( RKD( 81*52 HI :(M»*lt 
IFRKIK8)>.5THEN{ff=*l 
350 F0R(l=iT0PR:T=RHD(8){NEXT 
360 IFT( Y )sOTHENC( X )=Y! T( Y >=9910010440 
380 y=y+op:ify=53Theny=i 
400 IFY=0THEKY=52 
420 GOT0360 

440 next:REH SECOND SHUFFLE FOLLOUS 

441 FORX=1TQ100:Y=INT(RMD(8)*52H1 

442 a=INT(RND(8)*52m 

443 i=c(Y):c(Y)=c(SE);c{se)=i:kext 

445 RETURN 

450 y=o:forx=itopr:ifho<x»otheny=i 

455 lEXT:iFY=OTHENliOO 
460 FQRX=1T032: PRINT :KEXT :F[)RP=1 TOPR 
465 IFHO(PKITHENPRINT’PLAYER ‘P* IS 8U 
STED":GOT0695 

475 PRIKT’PLAYER *P’ IS BETTING’ 

480 PRINT"POT IS ’POT" - YOUR HOLDINGS 
ARE ’HOLDINGS! P) 

490 REH START A TURN 
500 FQRX=1T020:PRINT:NEXT:IFC=52THENPRI 
NT"3HUFFHKG’iG0SUB320:C=0 
505 F=C(C+1) 

520 IFF>13THENF=F-13:G0T0520 
540 IFF>1THEK580 

560 INPUT’FIRST CARD IS ACE. HIGH OR LO 
U" f At:iFASa A*>=72THEHF=14 
580 PL=FP:C0SUB700:PL=FPtl6:G0SUB700:up 
=o:s=c(C) 

600 INPUTYOUR BET’JBET*:UP=UP+1:BET=WA 
L( SET* >: IFBE>HO( P )THEN600 
620 IFBE<HITHENPRINT’H1NIH«1 BET IS ’HI 


:up=up+i:goto6oo 

640 IFBET>POTTHeNPRINT’POT IS’POT:UP=UP 
n:GOT06oo 

660 PL=FP48-UP*L:G0SUB700;THIRD=C< C) 

665 IFS>13THEHS=S-13:G0T0665 

666 IFS=1THEHS=14 

670 ifs>ft>€hx=f:f=s:s=x 

675 IFTH>13THEKTH=TH-13;G0T0675 

676 IFTH=1THENTH=14:PRINTFiS.TH 

677 IFTH<FANDTH>STHE«PR1KT"Y0U GOT IT’! 
H0( P >=H0< P hbe:po=po-be:goto690 

630 print’you lok’:ho(p>=h(kp>-be:pot= 
POTtBET 

690 IHPUT-READY FOR NEXT PLAYER’IA* 

695 IFPOT<1THEN1000 

696 NEXT:GDTD450 

699 REH DEAL A CARD AT PL. INCREHENT CA 
RD COUNT 

700 C=C+i:iFC=53THENGOSUB320:C=l 
710 REH DRAW A PICTURE 

720 f0fiI=0T05!FORJ=0TO6:P0KEPLtltJ*L»32 

:next 

740 FOR1=1T04:PIffiEPL+I.131:P0KEPL+I+6*L 
,132:HEXTI 

760 FQRI=1TQ5:POKEPl+IIL 1140:P0KEPLf5f1 
«Lf 139!NEXT 

780 POKEPL.22i:PI»:EPL+5r222:POKEPL+6«.f 
220!PW:EPL+6»L+5f223 
800 POKEPLfLT-l rASCi A«( C( C)} ):PDKEPLK-F2 
iASC!HID*(A«tC<C))r2>) 

810 PaKEPLT-L»443»A5C(At(C(C)>} 

315 PQKEPUU444rASC( HID*( A«( C(C))r2 » 
817 IFLEH! A*{ C( C ) > »2THENP0KEPL+3*L«»A 
set H1D*( A*t C(C))»3)) 

820 RETURN 

1000 F0RX=1T010:print:NEXTIPR lNT’SORRYr 
Tt£ BANK IS BUSTED’ 

1005 print:PRINT’HOLDINGS’ 

‘ 1010 F0RX=1T0PR:PR1NT’PLAYER ’X’ has •• 

HOtXllNEXT 
1090 END 

1100 F0RX=1T020:PRI«TTAB(X>’HEEE heee h 
SEE l€EE HHEEEftM’lNEXT 
1110 PRINT"IT'S ALL NINE - «.L MINE- AL 
L HINE": 

1120 PRINT’GO HOHE LOSERS!!!’ 


Reprinted from the 
AARDVARK JOURNAL 



**** INPUT STATEMENTS 


OSI’s manual does a decent job of showing the syntax for a sin5)le input. 

It is simplyi 

100 INPUTA: REM FOR VARIABLE VALUES 
100 INPUTA$i REM FOR STRING VARIABLES 

There are two things you need to remember, however, for better programming. The 
first and most important is that OSI's BASIC allows you to print a prompt as 
part of the input statement, i.e. - 

100 INPUT"YOUR NAME"tNAME$ 

QT' 

100 INPUT" HOW OLD ARE Y0U”jYEARS 

The second thing to remember is that you are allowed to do several inputs with 
one statement, i.e. - 

100 INPUT"GIVE ME A ROW AND COLUMN"jROW,COLUMNt REM WILL DEMAND 
TWO INPUTS DIVIDED BY A COMMA 

Unfortunately, you cannot combine the two features and repeat prompts in 
the same statement? 

100 INPUT"YEAR" lYj "M0NTH'’;M: REM DOES NOT ^REPEAT NOT* WORKlt 


*** BASIC'S SECRET FUNCTIONS *** 

Your 031 has a couple of functions left over from the days when BASIC was 
trying to immitate FORTRAN. They are usually ignored in most manuals. 

You will find an exan^jle of one of them in STARTREK - and that is the only 
place I have seen it used. It is there because STARTREK was written in the“e^ly 
days and I suspect that noone later understood the lines well enough to change 
them. As far as I know, the function has no name that has survived into modern 
times. The form usually looks like this? 

B=(A>X)+(A<Y) 

The part in ( ) returns A-1 if the statement is true and a p' if it is false 
The line above therefore, reads logically "B = -1 if A is greater than X and/or 
1 If A IS less than Y". They used it in TREK to set the numbers of Klingons and 
Bases. 

The NOT function is also a secret despite the fact that it is n^ntioned in 
the manuals. It is mostly used to detect and set flags. We used it extensively 
in ALIEN INVADERS - just for the heck of it. The stateroentsi 

100 IFNOTAPTHEN. 200 IFAPTHEN 

mean? 

100 IF AFO-1 THEN.... 200 IF AF<>0 THEN. . 

The HOT and the IF with only a variable name after it test for simple 
values of the variables. As it is a yes-no test, it was designed and used pri¬ 
marily for flags. 


**** MAKING MACHINE CODE TAPES **** 

"How do I make machine code tapes?" is one of the most common questions 
that people ask us. 1 have bad news - you don't make them! That is a slight 
exaggeration, but the fact is that OSI assumed that you would, of course, 
spend 15 minutes loading up the Assembler or Extended Monitor whenever you 
wanted to Save or Load a machine code tape and they therefore, made almost no 
provision for doing it with the resident Monitor. 

To make a tape that self-loads the way that the Assembler or Monitor 
does, requires the use of a second program called an Auto Loader. You load the 
Autoloader in with the program that you want to save and it generates a self¬ 
loading tape. You can reload the program without any other program being in 
the system. {OSI's famous "PUSH L AND LOAD" format) 

OSI published an Autoloader in one of the old Journals, but it didn t work 
very well. We have one for sale in the Utilities section, or you can adapt 
one of the old KIM programs to do it. 

The other alternative is to turn the program into a set of BASIC DATA 
statements and have a BASIC program POKE it into memory. Both Schnieder and 
Boyers used that method to write some of the programs in this catalog.^ If you 
are doing short routines, you can convert them by haind. If you are going to 
do extensive procramming, I suggest Schnieders POKER MAKER. It takes a 
machine code program and automatically generates a tape of DATA statements 
that you use in a BASIC program. 
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PRINT AT STATEMENT 

OSI Tias a great BASIC but the lack of a PRINT AT command makes it 
difficult to print scores and names and similar items where you want them 
on the screen* You usually end up with a long series of POKE statements and 
you have to divide the score up into individual digits to do even that. There 
is a simple solution* Add this subroutine to your program- 

5ia(30FORY=lTOLEN(D$):POKED+Y,ASC(MlD$(D$,Y,l)):NEXT;RETURN 

To POKE up any namej word, or even sentence on the screen simply set the 
name equal to D$ and make D=equal the starting address on the screen, i.e. 

300D$="WTHNER TS^':D=5404i5:GOSUB5iffie50 

Scores should be done just a little differently* You start at the second 
digit because the BASIC thinks the sign is the first digit in the siring and 
can set you over one space from where you planned. You may also want to blank 
the digit after the string to allow for the possibility that the score may 
decrease (say from three to two digits). To use it you set the score equal to 
and the final product looks like this- 

30i0D$=STR$( SCORE): 0-54^43: GOSUB5000 
50!»ORy=2TOLM( D$): POKED+Y, ASC( MIP$( D$, Y, 1)): NEXT 
5i?10POKEI>+Y, 32: RETURN 

SOME POKES YOU SHOULD KNOW 

To aid in reading you may want to set the line length down to 32 on a C2 
or to 23 on a Cl. Unfortunately, if you set them down when you start up the 
system you will he unable to make tapes. Fortunately, the line length is 
stored in location 1?. You can reset line length by executing 
100POKE15,32 (or any other number down to as little as one) and then reset 
with 2Q^?POKE15,72 to record the program. 

If you find it annoying to reserve space for user programs when you fire 
up the system (l always forget to do it when I am using the rapid screen 
clear) you can set the memory space by POKElng the high order digit (in HEX) 

Into location 134 and the low order digit into 133. For instance, the line 
10^POKE134jl4 will reserve space for the screen clear without resetlng the 
system. 

You can even make self starting BASIC programs if you are willing to do a 
few additional moments work when you make the tape. The flag for LOAD is In. 
location 51'5. A 1 . POKEd into that location turns off the load mode. Therefor, 
to make a self start tape-as soon as the program finishes reading out to the 
tape and while the system is still in SAVE mode, type in P0KE51'?, 1:RTJN 

That command will record on the tape and start the program automatically i^en 
it finishes loading. 

SAVE can be turned off in a similar manner by POKEing a 0 Into location 517 = 
*^^*PEEiC A PORT UTILITY*** 

Ever want to look at a tape without disturbing your program? This little 
goodie will do itt 

4 REM PEEK A PORT UTILITY 
8 REM C2/4/8 VALUES 

10 A=64512 IBsA+1 

Zd WAITA,11PR1NTCHR$(PEEK < B))11GOTO10. 

35 REM Cl VALUES 
40 A'6l440fiB=A+l 

50 WAITA,liPRINTCKR$CPEEK{B))IiGOTO50 


This is a TWO line program. C2/4/8 users enter lines 10 and 20. 

Cl users enter lines 40 and 50* 

PHOKIWG AN AARDVARK 

To check on an orderi or anything else that requires that we check our 
files, phone between 8 j 00 a.m. and 3*00 p.ii* Monday through Friday and 
between 8:00 a.m. and 12 noon on Saturday, Juuy and Cyndi are here then 
and can answer those questions. 

Questions on programming and hardware should be phoned in between 
3i00 p-m, and 6:00 p^ra, Monday through Friday* 
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LAST MINUTE ADDITIONS'- 


TINY GOMPILEH _ $19-95 on Tape or Disk 

This compiler takes your BASIC program and turns it into a fast running 
machine code program* You write and debug the program BASIC and then run it 
at machine code speeds* The compiler turns out native, relocatable, trans¬ 
portable 6502 code, 

It does have some limitations* It compiles a very small subset of BASIC 
and it is memory hungry* 8K is the absolute minimum needed to write short 
routines and I recommend more* The keywords it recognizes are 1 
FOR, . -NEXT* * * -GOSUB. • .GOTO* * = . - -LET. . .PEEK. . .POKE* * .RETURN. , , 

REM...STOP*..END*..USR{X) 

ARITHMETIC OPERATORS ARE 
LEGAL YARIABLEb AHE A - 2, 

It recognizes positive integers from 0 to 64 k* 

Tiny compiler is written in BASIC and is modifiable by the user* In fact, if 
any user writes and submits to us a unique addition or change, we will refund 
his purchase price and give a gift certificate from $25 to $100 depending on 
the modification* Tiny compiler comes with a 19 manual and line by 

line commentary* 

WORD PROCESSOR II $19*95 Cassette only 

This is a machine code tape based word processor for the CIP and SUPER¬ 
BOARD* It has right and left margin justification, line editing and other 
features for word processing* A very handy little program at a dirt cheeeep 
price* SPECIFY ROM (OSI.CIS,C1E) 

THIEF _ $14.95 Cassette only. 

Another fast machine code game from Dave Edson, in v^ich you use mobile 
cannon to protect the valuable jewels in the middle of the screen from in¬ 
creasingly nasty and trigger happy thiefs. Fast action and fun for one or 
two piaye rs. 


BERZERKER _ $9-95 on Tape $11*95 on Disk 

Race through rooms of nasty androids. They shoot faster and get nastier 
as you go on. Quick reflexes, good peripheral vision, and fast decision 
making are rewarded. A nice arcade game* Color and Sound on c4Ps (black 
and v^ite on GIF)* 


CAGE _ $8*95 Cassette only, 

A neat, cute game* Bars are falling on you everywhere as you fight for 
freedom. With fast reflexes and good planning, you can beat them back and 
hold on - at least a little while longer. It comes with six variations, 
making it cage* 

SINGLE STEPPER $ 4 * 95 

Hardware - Software modification for the CIP to provide single-step 
machine code ability* 

DISK SPEED ANALYZER only Cl or G2/4 . $8 * 95 

A great diagnostic diski It reads out disk speed accurately to 


SURFACE ATTACK $14*95 Cassette only 

Another Edson machine code game for the CIP* Similar to Defender, 
this has the highest speed and most complex graphics ever presented on the CIP. 

NIGHT DRIVER _ $14*95 Cassette Only 

Night Driver is a hybrid BASIC/Assembler game which puts you on a twist¬ 
ing road at night and gives an excellent simulation of high speed driving* 

One of the authors best efforts. 
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ORDM FORM 











































*see note*** LESS DISCOUNT 

% 



Michigan residents please add 




SHIPPING i 


2.00 

0 

L 

iLAS SHIPPING (EXCEPT CANADA) ADD 

'$2.0C 

>' EXTRA 

TOTAL 

1 



SHIP TO: 


( ) CHECK 

( ) MONEY ORDER 

( ) VISA 

( ) MASTERCHARGE 

CHARGE CARD # 


EXPIRATION DATE 


PLEASE CIRCLE TYI=E OF SYSTEM I 

CHALLENGER CIP CHALLENGER C2P CHALLENGER C4P CHALLENGER C8P 

SUPERBpARD_ 

CASSETTE FLOPPY DISK (IF DISK, IS OPERATING SYSTEM 65D or 65 U?) 


DISK OWNERS ONLYl PLEASE SIGN THE FOLLOWING STATEMENT 1 

I hereby certify that I own a legal copy of the Disk Operating 
System for which I am ordering a program. 

Signed__ Date_ 


DISCOUNTS I 5 % on orders over $50,00, 10^ on orders over $100.00 

** NOTE ** NO discount on hardware, pc boards, roms, chips, blank disks 
and cassettes, or special deals. Please subtract these from 
total before figuring discount, 
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TECHNICAL SERVICES 
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